Takashi's Notes Through Time 
A DBD&D Compilation Book of Homebrew 


Hey! 
If you're reading this by any chance, then you are 
in for one crazy read. My name is Takashi 
Shimuhara, lm a Saiyan Time Patroller helping 
sort out the anomalies in the timeline every now 
and then with my good pal Totoma. From my 
experiences with the Patrol l've seen everything 
you can imagine from grand forms to insane 
abilities of Ki Control techniques. 

In my notes youlll find different forms 
that belong to iconic figures in time that l've 
written about. You can also find a couple 
techniques too, some | might have made myself 
actually! With my knowledge being shared | hope 
you can grow stronger with this information to 
do what you believe is right. Afterall, that's what | 
did to help my other friend Kiwi go down the 
right path instead of... well...? That's a story for a 
different time! 

Enjoy the read! | enjoyed writing all this 
out too! Good luck out there my friend! Maybe 
we'll meet each other one day while l'm on 
patrol! 


- Takashi Shimuhara of the Time 
Patrol 


Chapter 1 - Character Features 


New Character Background 


Divine Apprentice 

You study under a Divine Master who has taught you many of your skills that you know now. Perhaps you 
searched longingly for the power you have now or maybe you were taken in during your youth. As an 
apprentice you've learned and studied the craft they have shared and given you. Are they still teaching you or 
have you ventured onward to discover something for yourself? 


Skill Proficiencies: Arcana, Religion 

Tool Proficiencies: Brewers Supplies 

Languages: Two of your choice 

Equipment: A set of fine clothes, A journal stuffed full of notes from your studies, Brewers Supplies, a tea set, 
and a pouch containing 1Ogp 


Feature: Learning from Above 

You have studied under the guidance of a divine figure and learned from their knowledge. You are well versed 
in the knowledge of the world itself thanks to being a student of a celestial figure. When talking with others 
such as deities, they are knowledgeable of your teacher and may answer you. Calls for assistance may be 
provided if the assistance you ask for is not hazardous and you have a good relationship with them. 


Characteristics 
Use the tables for the Outlander background as the basis for your traits and motivations, modifying the entries 
when appropriate to suit your identity. 


Spells 


Parts of what l’ve experienced are technigues 
and abilities designed by the user. Thankfully 
my good friend Totoma was also willing to 


share what he could do! 


Takashi's Explosive Slash 


2nd Level Evocation 


Casting Time: 1 Bonus Action 

Range: Self 

Components: S, M (a melee weapon worth at least 
1sp) 

Duration: Until the end of your turn 


You focus your energy into your blade to unleash a 
flurrying amount of attacks holding a lingering ki 
explosion. 

At the end of your turn the target explodes and 
takes 1d6 radiant damage for every successful 
attack this turn. 


At Higher Levels: When you cast this spell using a 
spell slot of 3rd level or higher, the damage 
increases by 1d6 for every two slot levels above the 


2nd. 


Spell Lists: Paladin, Warlock, Ranger 


Takashi's Temporal Substitution 


3rd-level Conjuration (Chronurgy) 


Casting Time: 1 Reaction, which you take when 
you are hit by an melee or ranged attack 
Range: Self 

Components: V, S 

Duration: Instantaneous 


You channel your ki as you disappear, accelerating 
through time. 

The triggering attack misses, and you target an 
unoccupied space you can see within 30ft and 
appear there at the start of your turn. Creatures 
within 10ft of the location you originally were at 
must make a Constitution Saving throw as you 
leave a ki afterimage that explodes. 

On failure they take 3d6 Force damage and are 
blinded until the start of their turn. On success 
they take no damage and are not blinded. 


Spell Lists: Paladin, Warlock, Ranger 


Chibî Oko 


Totomas Spirit Blade 


5th Level Evocation 


Casting Time: 1 Reaction, which you take when 
you are hit by an melee attack 

Range: 15ft Radius (Self) 

Components: V, S 

Duration: Instantaneous 


By channeling your energy into a perfect concise 
blade around your finger tips. It extends outwards 
as you can slash against your foes that try to attack 
you with an extension of your power. 

When you cast the spell, immediately after you 
are hit, you make a melee spell attack against 
creatures within your radius. On a hit, creatures 
take 8d8 Radiant damage. 


At Higher Levels: When you cast this spell using a 
spell slot of 6th level or higher, the damage 


increases by 1d8 for every slot above Sth. 


Spell Lists: Sorcerer, Wizard, Warlock 


Corrupting Majin Ray 


9th level Enchantment (Ritual) 


Casting Time: 1 Action 
Range: GOft 
Components: V, S 
Duration: Instantaneous 


You target one creature that has evil within their 
heart and attempt to take control over their mind 
by bringing that evil to the surface. 

The target must make a wisdom saving throw 
to resist the spell. On failure, they fall under your 
control and obey your commands, gaining the 
Majin Mark Dark Gift. 

If the target rolls a Natural 20 or succeeds the 
save by 10 or more, they benefit from the Majin 
Mark Dark Gift, however you have no control over 
them. 


A creature can not remove the Majin Mark by any 
means if they obtain it through this spell. The Mark 
lasts until the target dies or can remove it through 


other means such as a Wish Spell. 


Spell Lists: Sorcerer, Wizard, Warlock 


Totoma, Leader of the Toto Patrol 


Gifted Powers 


People l’ve met have discovered or been given 
things that are bizarre and beyond anything 
l’ve ever seen. In my experiences | have seen 
godly forms and a couple demonic looking 
ones too. Whether they've been used for g00d 
or even for evil, they're powers that people 


have. 


Majin Mark 
Dark Gift 


Your inner evil arises, drawing out your power with 
it. A mark is placed on your body, representing this 
latent power. To those who may look upon you, 
they sense the sinister turn in your ki and by the 
dark expressions across your face. You may be 
drawn to more violent outbursts and an easier 
inclination towards your wants and desires with 
less care for the consequences. Perhaps Evil has its 
perks afterall? 


Inner Power 

When you first gain this Gifted Power, you must 
select one Transformation you have access to. The 
first level of that form gains access to the Natural 
Form Mastery and does not end as long as the 
mark remains on you. 

You can only leave that transformation to 
ascend into a higher level of that transformation or 
further. If you leave any level of a transformation, 
you automatically return to the form selected by 
Inner Power. 


Increase your Dexterity, Constitution, and Charisma 
Ability Scores by +2. If you do not have a 
transformation to benefit from Natural Form you 
cannot choose it for the effects of Inner Power. 

IF you do not have access to any valid 
transformations for the effects of Inner Power, 
increase your Dexterity, Constitution, and Charisma 
Ability Scores from Majin Mark by +4. 


Darkness Within 


Due to this shift in nature, your alignment becomes 
chaotic evil. 

You gain a number of Dark Power Points equal 
to half your player level if your alignment was good 
prior to this gift. 

If your alignment was already neutral or evil 
you gain Dark Power Points equal to half your 
player plus your Charisma Modifier. 

When you have 8 or more current Dark Power 
Points, you increase all attack rolls by 1d46 and 
damage rolls by 1 dice tier higher. 

You can expend Dark Power points instead of 
BP to use your art features. You regain these points 
on a long rest. 


- The Majin Mark 


Optional Feature 


Limit Break 


Limit Breaks come along with a character's Z souls. They allow the group to possibly turn the tide of combat if 
things are beginning to look grim. As an optional feature, DMs can allow players to take different aspects to fit 
within their own liking and characters Z Soul. When a character activates their limit break, all members of the 
party must activate theirs as well. As a party, everyone can only benefit from their Limit Break once during 
combat before needing a Long Rest to use it again. 


In order to use a Limit Break, one or more members of a party must reach their trigger prerequisite to use the 
feature. When a party member reaches the prerequisite of their trigger, it can provide a temporary party buff 
for a number of rounds equal to their Proficiency Bonus. Other characters may use their own Limit Break 
benefits or an allies benefits when this feature triggers. 


Assembling a Limit Break for their Z soul is simple. Characters choose a Limit Break Trigger Condition from the 
table below and have a number of points based off of their proficiency bonus to spend on gaining benefits for 


the Limit Break (maxing out at only having up to 4 total benefits itself). Whenever their Proficiency Bonus 
Increases, they can interchange and or upgrade those benefits to a higher tier. 


Limit Break Trigger 


Downed Ally: When an Ally goes down, you may trigger Limit Break 
Low Health: When reduced below half your hit point maximum, you may use your reaction to trigger 
Limit Break 


Massive Damage: | When taking damage from a single source equal to or greater than half your hit point 
maximum, you may use your reaction to trigger Limit Break. 
Back on your When you regain hit points after being downed, you may trigger Limit Break. 
Feet: 
When you enter a transformation, you may use your reaction to trigger Limit Break 
Enemy Defeated: | When you reduce an enemy creatures hit points to 0, you may use your reaction to 
trigger Limit Break 


Limit Break Benefits 
Tier 1- Costs1 Point 
Tier 2 - Costs 2 Points 
Tier 3 - Costs 3 Points 


Tier 1- Regain Hit Points equal to your Constitution Modifier 


Health 


Tier 2 - Roll your Hit Die and Regain Hit Points 


Tier 3 - Regain Hit Points equal to your player level + Constitution Modifier 

Tier 1- Your Movement Speed increases by +10 ft 

Tier 2 - Your Movement Speed increases by +15 ft 

Tier 3 - Your Movement Speed increases by +25 ft 

Tier 1- You gain a + to Attack Rolls 

Tier 2 - You gain a +2 to Attack Rolls 

Tier 3 - You gain a +3 to Attack Rolls 

Tier 1- You gain a + to Damage 

Tier 2 - You gain a +2 to Damage 

Tier 3 - You gain a +3 to Damage 

Tier 1- You gain a +! to Ability Checks or Saving Throws 
Abilities Tier 2 - You gain a +2 to Ability Checks or Saving Throws 
Tier 3 - You gain a +3 to Ability Checks or Saving Throws 
Tier 1- You gain a + to AC 


Defense Tier 2 - You gain a +2 to AC 


Tier 3 - You gain a +3 to AC 


Chapter 2 - Transformations 


Transformations and Masteries 


I always knew that forms had their strengths 


and weaknesses. If you spend enough time Reactive Form 
c. Prerequisite: quickened Form and Relaxed 
training you can turn those weaknesses into 
Body Mastery 
strengths and even further to find new Awakening this transformation now takes a 
potential. reaction. 
Latent Power Mastery 


One of your empowered ability scores 
temporarily increases by +2 when transformed. 
You can only benefit from this Mastery once. 


Energized Body Mastery 

Prerequisite: Latent Power Mastery 

By flowing more power throughout your body, 
you can enhance your form to expand and grow 
with energy. You gain access to the Powerhouse 
Enhancement Transformation. 


Full Power Mastery 

Prerequisite: Latent Power Mastery 

You learn how to unlock your forms’ full potential 
and exceed past the limits. You gain access to the 
Full Power Enhancement Transformation. 


Relaxed Form 

Prerequisite: Natural Form Mastery 

You roll a stress test at advantage when the 
transformation ends (If under the effects of other 
transformations or stacking, roll as normal! 


Quickened Form Mastery 


Transforming into this transformation now takes 
a bonus action. 


Power Boost 

Any, Class-Up 

Transformation Prerequisite: Your current Hit Points are Half your Hit Point Maximum 

When your back is against the wall, sometimes it just takes a moment to gather your energy together 
for one last push. By gathering and charging up your power, you can return to the fight. 


Power Stacking. 
This transformation can be used alongside 
one or more transformations of an equal class, unless stated 
otherwise. If used as such, roll your stress test twice, taking 
the lower of the two results. 


Power Boost 
Any, Class-Up 


Class Art: Energy, Soul, or Focus Art (Your Choice) 
Duration: Up to 3 Rounds 
Stress Test: DC12, DC16, DC24 


STR _-  DEX - CON - INT - Wis - CHR 


Class-Up (5 BP) 


Boosting Strength: Once per turn you can enhance an attack 

to deal an additional damage die. The amount of damage dice 

rolled increases by 1 for every stage above Class-Up. 

Ex. Super Class-Up (2 Additional Damage Dice), Ult Class-Up (3 
Additional Damage Dice), etc 


Enhanced Power: Choose 2 attributes to be empowered of 
your choice. 


Power Up Maneuver: While in Power Boost, you can use a 
bonus action to continue this transformation past its standard 
duration. However, when you take damage, you must make 
Constitution Saves (DC=8+BP Spent on Power Boost) as if you 
were concentrating on a spell. 


Power-Up Multiplier: Class-Up (10%) 
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High Power Boost Bursting Power Boost 
Super Class-Up (10 BP) Ultimate Class-Up (15 BP) 


Building Power: Once per turn while in Power Bursting Power: Once per turn as a free action, 

Boost, increase any skill or saving throw roll by you may use the Power Up Maneuver. Whenever 

your Art Die. you use the Power Up Maneuver, you can make 

- Additionally, choose 1 additional attributeto be | all creatures within 15ft who have an equal or 

empowered of your choice. lower transformation than you make a 
Constitution Save against your Art DC. If they 

Power Strike: When you use the Power Up succeed, nothing happens. If they fail, they take 5 

Maneuver, you may make an additional attack times a roll of your art dice force damage and are 

against one opponent within your Melee Range | knocked back 30ft prone. You can use this 

when you take the attack action. You can use this | transformation feature once unless you spend an 

transformation feature once unless you spend an | additional 6 BP to do so again 

additional 3 BP to do so again when you use the 

Power up Maneuver. 


Power-Up Multiplier: Class-Up (20%) Power-Up Multiplier: Class-Up (30x) 


- Kiwis Semi-Perfect Form, A Bio Android of the RRA 


Lightspeed 
Any, Class-Up 


From your long years of training, you've learned that the best defense is simply not to be there. 
Coincidentally, if you're able to strike your opponent without being struck yourself victory becomes a 
simple matter. For these reasons, and possibly more, you have pushed your speed farther, breaking 
even the limits of what you imagined possible. Faster and faster, you keep moving, aiming to become 


the fastest in the universe. 


Lightspeed 
Any, Super Class-Up 


Class Art: Energy Art 
Duration: Up to 6 Rounds 
Stress Test: DC16, DC24 

STR - DEX - CON 
* * 


- INT - 


VIS. - 
* 


CHR 


Super Class-Up (10 BP) 


Changing Gears: During your turn you can 
change your current Gear of Lightspeed Mode 
by using an action. 


Kick Into Action: When rolling initiative you can 
add your proficiency bonus. The increase to your 
Initiative Bonus gained from Lightspeed Mode 
can change your position in the Initiative Order 
while you are within this Transformation and can 
give you the Initiative Bonus even if Initiative has 
already been rolled. Add the bonus to what was 
initially rolled. 


Lightspeed - Gear 1: Your movement speed is 
increased by a number of feet equal to 5 x your 
Dexterity Modifier. 

If you are successfully hit when in Gear 1, the 
damage is increased by +! for every 10 ft of 
movement you made last turn. 


Super High Lightspeed - Gear 2 (6 BP): By 
spending an additional 6 BP to enter Gear 2, 
your movement speed is increased by an 
additional number of feet equal to 5 x Your 
Dexterity Modifier and you do not provoke 
opportunity attacks. Your Stress Test DC 
becomes 24 when this form ends. 

IF you are successfully hit when in gear 2, the 
damage is increased by +2 for every 10 ft of 
movement you made last turn and the damage 
roll is considered an automatic crit. 


High-Speed Assault (2 BP): Once per turn, 
when you successfully hit a creature, you may 
spend 2 BP to increase your Damage Roll by +1 
for every 10 ft you've moved this turn. 


Power-Up Multiplier: Super Class-Up (100%) 


False Super Saiyan 

Saiyan, Class-Up 

Rage has surged through your body to the point where your S-Cells have activated only partly. Gold 
avra surrounds and burns the area around you similar to a Super Saiyan. 


False Super Saiyan 
Saiyan, Class-Up 


Class Art: Energy Art 
Duration: Until you run out of Hit Dice. 
Stress Test: DC 14 


STR -  DEX - CON - INT - WS - CHR 
* * * 


Class-Up(6 BP) 


Slumbering S-Cells: Target one opponent when you transform into 
this Form. You may only make attack rolls against that opponent. 
Increase all of your Damage Rolls against that opponent by 2. If you 
are below half health, increase this bonus to 4. 


Burning Aura: When an opponent successfully hits you, they take 
fire damage equal to your Proficiency Bonus. 


Signs of Power: You must expend one use of your hit dice to persist 
further with this transformation. When you no longer have enough 
hit dice this form ends. 


Achieving Legend: You have access to this form until you reach the 
requirement to transform into a Super Saiyan. When you gain Super 
Saiyan, You lose access to this form. 


Power-Up Multiplier: Class-Up (25%) 
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Super Saiyan (Alternatives) 


Saiyan, Class-Up 

With the power ofa Super Saiyan, you ve learned alternative methods to further your Saiyan Potential. 
By pushing more energy throughout your body, the body muscles increase in size, and your strength 
multiplies 10 fold. You benefit from the Super Saiyan Class-Up but you can instead take the Alternative 
Super Class-Up and Ultimate Class-Up. 


Super Saiyan Grade 2 
Saiyan, Alt Super Class-Up 


Class Art: Energy Art 
Duration: Up to 1 Minute 
Stress Test: DC18, DC24 


STR _-  DEX - CON - INT - WS - CHR 
* * * 


Super Class-Up (15 BP) 


Enlarged Body: Your body begins to pulse and grow. Your size is 
considered large when determining your carrying capacity as well as 
the weight you push, pull, or lift. 


Exchange of Power: Your Strength Score temporarily increases by 
half your proficiency bonus (round up). However, your Dexterity 

Score decreases by the same amount and your speed is reduced b 
half. 


/ 


Power-Up Multiplier: Class-Up (100x) 
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Super Saiyan Rage 


Your rage builds and grows as you let out a roaring call to ascend further. The wind howls carrying your 
scream across the battlefield and golden energy explodes across the sky, dispelling the darkness that 
threatens everything you hold dear. 


Alt Ultimate Class-Up ( 22 BP) 


Awakening Rage: Select one creature you can see as the 
focus of your rage. Attack rolls against creatures other than 
your focus is made with disadvantage. Attack rolls against 
your focus is made with advantage. 


Focused Intent If you are below half your hit point maximum when 
rolling damage, you deal an extra amount of damage equal to your 
proficiency bonus. 


Perfected Strength: Your Grade 2 form becomes improved upon, 
condensing all that bulging muscle to be beneficial rather than 
detrimental. Your Exchange of Power feature only increases your 
Strength instead of decreasing your Dexterity and Movement. 
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Release Inhibitors 

Android, Ultimate Class-Up 

As a mechanical being, there are artificially-induced restraints on your abilities, holding you back to 
prevent you from wearing out your parts faster. But when your back is against the wall, none of that 
matters anymore. Once you break past those barriers and disable those restraints, you can fight harder 
when it matters the most 


Release Inhibitors 
Android, Ultimate Class-Up 


Class Art: Energy Art 
Duration: Up to 1 Minute 
Stress Test: DC18 


STR - DEX - CON - INT - WS - CHR 
* * * 


Ultimate Class-Up (18 BP) 


Limiter Removal: By disregarding your body's natural limits, your 
output is intensified. Choose one of the empowered ability scores 
above. That score increases to 24. As an action, you can spend 6 
Battle Points to change your ability score to a different one from the 
same list. 


Lock On: You can lock-on onto a target allowing you to track their 
movements through combat. At the start of your turn, select a 

creature you are in combat with and declare you are locking onto 
them. When you are locked onto a target, increase damage rolls by 2 
rolls of your energy art die. 


Energy Barrier (6 BP):\When a creature you're locked onto makes 
an attack roll against you, you can expend 4 BP to use your reaction | 
to increase your AC by a roll of your energy art die. 
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Super Evolution 
Frieza Clansman, Super Class-Up 
No limit will ever stop you. With fierce determination, you sought greater power and you found it: a new 


transformation, born from the very principle that once held your power back. By taking that concept to 
the opposite extreme, you've created an evolution that will not back down against any opponent. Your 
dominance will Fill all that stands in your way with unimaginable fear. 


Prerequisite: Suppressed Power 
This form is the next step of the Class-Up Suppressed Power 


Super Evolution 
Frieza Clansman, Super Class-Up 


Class Art: Energy Art 
Duration: Up to 1 Minute 
Stress Test: DC20 
STR _- DEX - CON - INT - WS - CHR 
* * * 


Super Class-Up (15 BP) 


Enlarged Body: Your body begins to pulse and grow with 
unimaginable strength. Your size becomes large. 

- Optionally you can change your empowered score from Dexterity to 
Strength when you enter this form. 


Apex Brutality: While transformed, you gain Brutality Points ranging 
from 0 to 8. Whenever you hit a target with an unarmed strike, 
increase your Brutality Points by +. Whenever you receive damage or 
fail to attack a target since your last turn, subtract -1 from your 
Brutality. When you reduce a creature to 0 Hit Points, maximize your 
Brutality Points. 

- Your Unarmed Strikes gain a bonus to attack and damage 

rolls equal to half of your current Brutality Points. 


Sinister Juggernaut: As a reaction, you may remove all conditions 
affecting you or reduce all damage you receive by half until the start 
of your next turn. This transformation feature can only be used once 
per combat unless you expend 4 Brutality Points to do so again. 


Power-Up Multiplier: Super Class-Up (120%) 
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Chapter 3 - Enhancement Transformations 


Enhancements are a new form of upgrade that can occur from roleplay or even by obtaining certain 
masteries. They are primarily focused to be something that can be thrown on top of existing transformations 
with the idea of natural power stacking. From forms like Super Saiyan or Suppressed power they focus to 
further the power of one's form. Players cannot use downtime to give them already existing masteries upon 
these forms like Savage Power or Reactive Form. Think of them as Prestige Masteries in a way! 


Characters that obtain these Enhancements may spend the additional BP requirement when initially 
transforming or as a bonus action later on at the cost of a higher stress test. These increase a transformation's 
current Stress Test DC by an additional amount ranging from +2 to +6 and are specified as [Stress Test Bonus]. 


As A DM, think about what could cause a player to earn or gain an Enhancement. Could an ally have 
been injured to cause them to rage? Were they holding back from showing off a form's potential? Or could they 
have had this within them all along. 
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Enraged 


It has been known since ancient times that there is a hidden strength that lies within the power of ones 
emotions, and none is more powerful than that of a righteous fury. By tapping into this very feeling, you 
awaken a deeper strength that you didn't know you had, and direct it all towards your enemy. 


Prerequisites: 
Roleplay - The DM may decide ifan event during combat causes a player to snap and become Enraged. 
This can also lead to other transformations being unlocked and used alongside with. 


Enhancement Transformation 
This transformation must be used alongside one or more transformations you have. 
When rolling a Stress Test, add the Stress Bonus to your current transformations DC. 


Enraged 


Any, Enhancement Transformation 


Class Art: Energy Art 
Duration: End of Combat Encounter 
Stress Test Bonus: +6 


STR _- DEX - CON - INT - WS - CHR 
* * 


Enhancement Transformation ( 6 BP) 


Uncontrollable Rage: When you transform, you can target one 
creature to be the focus of your rage. You can only make attack rolls 
against that creature. 

- Additionally, You cannot be charmed or frightened. 


Relentless: Your body is fueled with rage, when you hit with an 
attack it deals additional damage equal to your proficiency bonus. 


Reckless Body: Through rage and power, you become far superior 
than you once were. You reduce incoming damage equal to your 
Constitution Modifier + Your Proficiency Bonus 


Power-Up Multiplier: Enhancement (50%) 
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Full Power 


A dormant power within oneself. this form does not focus on ascending to new heights, but pushing one 
form beyond its natural limits. Because of the intense strain caused by bringing this latent power to 
bear, one must hold a tight rein over the transformation theyre enhancing. By drawing out this inner 
strength, one can overcome their obstacles and further master their own transformations. 

Mastered Requirement: 

Representing a true Mastery of a Transformation and drawing out all of its latent power to change the 
tide in battle, the Full Power Enhancement can only be used alongside with a transformation that has 
the Full Power Mastery. 


Enhancement Transformation 
This transformation must be used alongside one or more transformations you have. 
When rolling a Stress Test, add the Stress Bonus to your current transformations DC. 


Full Power 
Any, Enhancement Transformation 


Class Art: Same as your Transformations 
Duration: Equal to your Transformations 
Stress Test Bonus: +6 


STR - DEX - CON - INT - WS - CHR 
* * 


Enhancement Transformation ( 6 BP) 


Roaring Power: Your power is seething and pouring from your body. 
As a bonus action you can scream with a monstrous roar. Creatures 
within 15 ft of you must make a constitution saving throw (Art DC) or 
take 3d8 Force Damage and are knocked prone. If a creature 


succeeds they take half damage and are not knocked prone. If an 
effect that reduces your movement speed is active, that effect is 
removed. 


Enhanced Body: Through unlocked power, you become far faster 
than you once were. Your movement speed is increased by 15 ft and 
your AC increases by 2. 


Power-Up Multiplier: Enhancement (100%) 


Powerhouse 


A state that causes the user to use up energy and stamina at a rapid rate in exchange for increased 
power. By pushing it even further, the user can gain even more but at the cost of speed. This state 
causes the users muscles to bulk up. In some cases, itcan even directly lead to the users death ifthe 
strain is high enough. 
Mastered Requirement: 
Representing a surge of strength that flows throughout the body to change the tide of battle, the 
Powerhouse Enhancement can only be used alongside with a transformation that has the Energized 
Body Mastery. 

Enhancement Transformation 


This transformation must be used alongside one or more transformations you have. 
When rolling a Stress Test, add the Stress Bonus to your current transformations DC. 


Powerhouse 
Any, Enhancement Transformation 


Class Art: Same as your Transformations 
Duration: Up to 3 Rounds 
Stress Test Bonus: +5 Per Stack 


STR -  DEX - CON - INT - WiSs - CHR 
* * 


Enhancement Transformation ( 5 BP Per Stack) 


Boosting Power: While using Powerhouse you can spend an action to increase your Strength 
Score by +2. You can stack this feature as many times equal to half your proficiency bonus 
during the same action at the cost of 5 BP per stack. Each time you apply a stack, reduce 
your Dexterity Score by -2 to a minimum of 2 (you cant apply this feature any further if it 
would reduce your Dex Score lower than 2). You can willingly end this effect as a free action 
(Ending this will remove the bonuses or penalties to your scores) 


Enhanced Power: When you would use a spell, treat your spell damage as if it was 1 spell slot 
higher for the Damage Roll only. The maximum amount of times you can increase your spell 
slot is 3 when using Boosted Power. 


Enlarged Form: Your size becomes large and your movement speed is reduced by 10 ft per 
stack. 


Power-Up Multiplier: Enhancement (20x Per Stack) 


20 


Credits 


Stranger Worlds Discord Community 
GARSLO1 

Dillonator13 

Dark Matter 

Hollowspartan 

Mayday 

Suburosha 


21 


